CdunterS pace Cards and Counters 



Name: Battleship 


DEF: 2 


MOV: 2 


E: 6 


S h i e I ds : 6 


Hull: 12 


Aita cks : 

air lei n2l3cl a3l2e2 
a!L3e! 



Name: Mines 


DEF: 2 


MOV: 0 


E: 1 


S h i e I ds : 0 


Hull: 1 


Atta cks : 
all -lei 



Name: Star Base Alph-alpha 


DEF: 2 


MOV: 0 


E: 8 


Shields:! 


Hull: 20 


Atta cks : 

alrlel a2l'3c2 a!l3ol 
2 bays, S torps: ATT 4 MOV 2 RNG 6 


Name: 


DEF: 


MOV: 


E: 


Shields: 


Hull: 


Atta cks : 



Name: Destrovei 


DEF: 2 


MOV: 2 


E: 4 


Shields:! 


Hull: S 


Atta cks : 

alL-lel a2l'3c2 a3t2e2 



Name: Poh Defender 


DEF: 2 


MOV: 3 


E: 2 


Shields:! 


Hull: 1 


Atta cks : 
alL-lel 




Name: ToL'pedo PI atform 


DEF: 2 


MOV: 0 


E: 0 


Shields :0 


Hull: 1 


Atta cks ' 

1 bay, 4 toLps: ATT 4 MOV 3 RNG 6 


Name: 


DEF: 


MOV: 


E: 


Shields: 


Hull: 


Atta cks : 



Name: Gnnship 


DEF: 2 


MOV: 3 


E: 3 


Shields: : 


Hull: 6 


Atta cks : 
alL-lel a2i-2*2 



Name: Poh R-^hter 


DEF: 2 


MOV: 3 


E: 1 


S h i e I ds : 0 


Hull: 1 


Atta cks : 
alL-lel 



Name: Wazza En-^htei 


DEF: 2 


MOV: 3 


E: 2 


Shields:! 


Hull: 1 


Atta cks : 
aide! 


Name: 


DEF: 


MOV: 


E: 


Shields: 


Hull: 


Atta cks : 
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Greek Fire Counters 






























/r 







































fVA 
































































fVA 




















l%A 









bL 












































































J 



l%A 




fVA 








l%A 

bL 



l%A 

bL 




J 



fVA 

J 















rfunr 


— 


■ 


— 

« i 





i 

/ i j 

r*-/-r' ■ Tl 

y 

V iX 

v 



ii5 

/ 

/ 

I 1 




■ 'li 

X?f 

, j 



"i B i 


/ 



/ 

r^y 

■ 

'v J 

* _ 1 

H ' 














□□ □□ 


□z : 


□F □□ 


fa □□ 


□b do 


k 


kD □□ 


oil dn 


□3 DD 


A- DS □□ 


□1 DD 


d3 


□□ DL 


□ z mi- 


DV 


□fa Dk 


□B Dk 


k □□ L 


DkDk 


□3 Dk 


□ 5 Dk 


X. DU □ k 


□3 Dk 


□□ DZ 


■ DZ DZ 


□4 DZ 


Ifa DZ 


□B DZ. 


LD DZ 


□□□3: 

W~ 


□DD4 


□□ DS 


□ k DZ 


□ k D3 


□ k D4 
.! 


□ Z 03 


□Z D4 


□ Z DS 


\ ■ 

V. \ . 


□3 03 


□3 D4- 


□4 D3 



04 


□4 DS 


□ SOZ 


□ 5D3 


□ 5 D4 


□fa D3 


□fa D4 


□fa D5 


□1 D3‘ 


□1 D4 


□B P3 


□B D4 


□B DS- 


□3 DZ A 


•D3D3 


13 D4 


kD D3 


ED d4 


kD □! 


: . ' ,_a 

■ V tlk DS . 

/ .1 \ 03. DS / ■ 

■ \ DSD3 / ■■ ' \ 

£ 

ai □ s v; 


T/ 

\ ■ / ' \ . A 

V * / 




□□ Dfa' 


□ Z Dfa 


: DF- Dfa 


Ufa Dfa 


□B Dfa 


□3D5 


kD Dfa 


□ k Dfa 


, m Dfa 


□ 5 Dfa 


□1 Dfa 


□3 Dfa . 


□□ D1 


□ Z D4‘ '/■ ■ 


□4 U1 


. Dfa D1 


IB D1 


■ kD D1 


□ k n 1 } 


□3 D1 


□ 5 D1 


□1 D1 


□3 01 


□□ DB 


\ Dt DB 


□ Z DB 


/ * . , \ P4 DB / ' ■ 

Dfa DB 

' 1 

? ■ 

■ • V 

□B DB j 

^ ■ 1 - \ > ■ ■ / 




□3 DB / ■ 



V 

/ 

, D1 

j5 

u 

t- 


□3 DB -j 


kD- DB 


□□ kD 


□ k'D 3 


¥■ ■ ■- 


□ k vu 


□ Z D 3 


A DZ kl 


□3 D3 


□3 kD 


□4 D3 



□4 kD 


□ SD3 


□ 5 kd 


□fa D3 7 


□fa ID. 


□1 D3 


□1 kD 


□B II 


13 D3 



□3 kD 


IDD3 


k Dk □ 


□D kk 


/ ■ V 

□ a.. 

ilV 0 

, DF'k'l / . , \ 

□fa' kk 

A 

• a 

A qb 

kk / .. \ LD kk 

\ ) 


■■ . ■■■ 

' . ■ ■ / 


, ■ 1 

. ■ / 



□ k kk 


□3 kk 



□ 5 kk 


□1 kk 


□3 kk 


□ □ kZ 


□ Z kZ 


□4 kZ 


□fa kZ 


□B kZ 


kDkZ- 




□□■ k3 


k kZ 


□ Z k3 


■ V D3 kZ 


□4 k3 


□ 5 kZ 


• Dfa L3 


□1 kZ 




.□3 k; 


LD k3 





■iSv.ww, 




|pr. 


Pufol i® Domain Wargaming Hip by Stephan Deal 
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How To Make The Board: 

1 . Draw a square 4u x 4u (u = any unit) 

2. Divide the square into 16 squares 1u x 1u by drawing three vertical lines and three horizontal lines through the square. 

3. Draw a diagonal from the upper leftmost corner to the lower rightmost corner. 

4. Draw a diagonal from the upper rightmost corner to the lower leftmost corner. 

5. Draw a diagonal from the center of the left side to the center of the topside. 

6. Draw a diagonal from the center of the topside to the center of the right side. 

7. Draw a diagonal from the center of the right side to the center of the bottom side. 

8. Draw a diagonal from the center of the bottom side to the center of the left side. 
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Rules for Warp Pawns Business Card Game 

by Lloyd Krassner graphics by Codexier. Print out the board and counters on a 
business card and these rules on the back: 


Rules for Warp Pawns Business Card Game 

by Lloyd Krassner graphics by Codexier. Print out the board and counters on a 
business card and these rules on the back: 


Each Player sets up 7 pawns on their back 2 rows. Players take turns moving 
one pawn at a time. The top number on a pawn is the distance it can move 
diagonally. The bottom is the number of hexes it can move forward. If you 
land on an enemy pawn you capture it. Pawns may not jump and can not 
move backwards. A pawn that reaches the opponents back row is teleported 
by his owner back to any space on the owners back row. You win if you 
capture 5 enemy pawns. 

Each Player sets up 7 pawns on their back 2 rows. Players take turns 
moving one pawn at a time. The top number on a pawn is the distance it can 
move diagonally. The bottom is the number of hexes it can move forward. If 
you land on an enemy pawn you capture it. Pawns may not jump and can 
not move backwards. A pawn that reaches the opponents back row is 
teleported by his owner back to any space on the owners back row. You win 
if you capture 5 enemy pawns. 
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VTOL Units for Ogre/GEV 
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